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| VIRTUAL BART 


It’s Springfield Elementary’s annual s sc e fair, where 
students of all grade levels learn about science through shoe- 
box dioramas and paper maché volcanoes. All the students, 
©/that is, except Martin Prince, resident br i h 
$ This year, he's en a Virtual Reali 


_ gentlemen from NASA in half an hour,” contir 
browse amongst. the work of my classmates.” CO 
But Bart couldn’t wait. He slipped the cover from the control panel. Then he 
е the flashing red button. Martin shouted іп warning as Bart's finger pressed 
. down. Steel clamps closed around the witless Bart and yanked him into the 
_ machine. Martin ran over and examined the damage. “Sol Bart old chum, but 
_ you ‘ye somehow scrambled the programming, in exp > 
пом. The only way out of this machine is through th ual R f you can 
endure it! Ladies and gentlemen, it seems our demons Y o 


Before You Enter Virtual Reality - een 
1. Make sure your Super Nintendo Entertainment i System" is OFF. - 


2. Insert the VIRTUAL BART cartridge as described 
in your Super Nintendo* Instruction Manual 


- 3. Turn the power switch ON. 


When the title screen appears, press the ST ART 
BUTTON to enter Virtual Reality. You will be present- > 
ed with two options: START GAME and PRACTICE. _ 
Use the CONTROL PAD to highlight. your a | 
then press the START BUTTON. _ 


Selecting PRACTICE will allow you to пу ош 
each of the different virtual reality programs Bart ^ 
will experience. Use the CONTROL PAD to highlight cum 
your choice, then press the START BUTTON to run the program. _ 


If you select “Start Game,” you will see Bart being pulled into the V VR machine. When 
you press any button, the helmet will clamp over Bart’s head, the machine will begin spin- 
ning and Bart will enter virtual reality. You will then see what Bart sees — the Virtual 
Wheel surrounded by seven different windows. Six of these windows represent the pro- 
grams which Martin has written for his demonstration. The final window, originally the exit, 
now represents a Bonus / Penalty Window. When Bart stops spinning, the romput n runs 
whichever program his momen is paining to. To make Bart stop spinning, O 
press any button. . a 


Matt GeotniwG 


| am ees ARE AS FOLLOWS: 


Martin’ E original six x programs v were oo designed to educate, enlighten ond a 
entertain. However, Bart's button-pushing has made the operating system unstable, and has a 
turned these harmless educational programs into potentially lethal ones! Virtual Bart has . a 
three attempts to complete all six programs before the system “hangs” and the real Bart is 
trapped forever. The number of attempts remaining is displayed at the upper left ofthe _ 
screen. An extra attempt can be gained on the program screen if Bart stops the VR Wheel on 
m Bonus Window when it is Showing a Virtual Corndog. But aiming for it is risky, because it 

shares space with the Skull and Crossbones, a vicious 
| computer virus which can make Bart. lose a hy, poten- 
| tially shortening his game. — — o 


| Within each program, Bart has a | certain number of o 

| “lives” which he can expend before the program - 
crashes and Bart returns to the wheel. For some lev- - 
els, it is three, for some levels, it is a single life. The 
number of lives is displayed i in the upper left hand 

. corner of the screen in all programs. If Bart completes - 
the program before he runs s out of lives, he does not lose a try on the wheel. If Bart uses up 

all his lives without completing the program, he returns to the Virtual Wheel and loses a try. 


Most | programs have an “Energy Meter” on-screen depicting exactly how much damage Bart a 


can sustain before the program shuts down and Bart loses a life. Within : some levels ı are _ | 
Virtual Corndogs which can increase the level of Bart's energy п meter. - _ 
_ Additionally, within some levels, Bart can occa- 
sionally find Bart Disks which gain him another 
life within the level. They do not gain him 
another spin on the wheel. Each program 
involves different skills and different obstacles. _ 
The individual programs are detailed п тоге y 
pin the following : section. a a O 


burst will pud Bart bur ing | til 
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Shoot Pa 
(with Contro! 
** Pad to aim) 


be harrowing, with iricky tuba 
a truly difficult desce 
| ene Map o 


a d - Bart an gain e ext 
СШ 1 the mutant fish v w 


key! we; is what you'll 
ar d ‘surfing down the tubes 


With the, ne found popularity ‹ the 
Manufacturing Process” was designed to show how pork | 
plate, but now it has been turned into “Pork Factory Pig B: 
not kosher at this pork factory! : h 
unfortunately for him, it's in the literal sense. Ai 
_ the pork factory and escape before anyone squeals . 
~ easy! In the Cannery, Krusty has installed a high-tech. 
... To break them out, you must match the right color key to r 
_ the key lever will release a key somewhere in the ca nery an show 
|. it down and use it in the properly-colored lock. Whenever you 
played in the upper right of your status area. Once you's ve escaped 
Freezer, where a clutch of Krusty’s clowns are trying to turn Bart and 
Porksicles. To rescue them, Bart must find where the pigs are being fı 
plunger, and propel them onto the hooks and to the parking lot. 
Freezing Frank Frosty finishes him forever! Surviving that, i in the 
O D keep his rinds out of the vat to avoid getting smok 
confront the corporate fat-cats! Throughout the factory, K 
ers are trying to bring home the bacon, and aren't about to 
—T letting even one captive escape! They’re out to make chop so 
Bart, coming after him with electric pig-prods, mallets and o 
The swine! But if Bart can work his way through the factory s 
last pig and u himself, he'll be secs 
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